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JALECO USA INC. LIMITED WARRANTY 

Jaleco USA Inc. warrants to the original purchaser of this Jaleco software product that the medium on 
which this computer program is recorded is free from detects in mate Nats and workmanship for a period 

of ninety {90} days from the date of purchase. This Jaleco software program is sold "as iC without 
express or implied warranty of any kind, and Jaleco is not liable for any losses or damages of any kind 
resulting from use of this program. Jaleco agrees for a period of ninety (90) days to either repair or 

replace, at its option, free of charge, any Jaleco software product, postage paid, with proof of date of 

purchase, at its Factory Service Center, 

This warranty is not applicable to normal wear and tear. This warranty shall not be applicable and shall 
be void if the defecl in Ihe Jaleco software product has arisen through abuse, unreasonable use. 
mistreatment or neglect THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER 
REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE JALECO. ANY 
IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT INCLUDING WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) 
DAY PERtOD DESCRIBED ABOVE, IN NO EVENT WILL JALECO BE LIABLE FOR ANY SPECIAL, 
INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION 
OF THIS JALECO SOFTWARE PRODUCT 


Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions or 
limitations of incidental or consequential damages so the above limitations and/or 
exclusions of liability may not apply to you. This warranty gives you specific 
rights, and you may also have other rights which vary from state to state. 
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HOOPS—The Came 


Basketball is your game! Since you were 

seven you could outshoot, outhuslle, and 





But now you have something to prove, 

The city’s best players have gathered 
together for the hottest hoops competition 

around. It's going to be roundball at its 

best, and you’re going to have to be at the 
top of your game to beat these whizzes. 


GETTING STARTED/THE OBJECT OF 
THE GAME. 

Hoops is a traditional “half-court" game 
of basketball. To win at Hoops, your char¬ 
acter must successfully score a set num¬ 
ber of points before your opponent does, 























ONE PLAYER OPTIONS 



on-two game. 
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ONE PLAYER TWO-ON-TWO 













TWO PLAYER OPTIONS 




























two player two on two versus game, player one 
selects a character first, then player two. Player 

one then selects his second player, followed by 
player two. 

WHO'S WHO ON THE COURT 
Player #1 ’s character will have a number ONE above 
his or her head. Likewise, player #2’s character will 
have a number TWO over his or her head. 

WATCH OPTION 

A great way to learn how to play Hoops is to watch a 
computer controlled game. Choose the WATCH 
option, then select a one-on-one or two-on-two 
contest. It’s a great way to see all the individual 
players in action. 


CONTINUE OPTION 

At the end of ANY two-on-two game versus the 
computer that your team wins, you will be given a 
nine letter password. The next time you play, choose 
the CONTINUE option. The computer will 






















automatically select two different opponents to 
challenge your team. Win several matches in a row 
and you will be treated to a special end sequence. 


TAKING IT TO THE HOOP! 

SCORE? STYLE? COURT? 






































































until one of you has advanced all the way 
around the court. Making a basket allows 
you to advance to the next shooting spot 
and to take another turn. The first person 
to make baskets at all eleven spots wins. 

TOURNAMENT PLAY 
A player can compete in a two-on-two 
tournament either alone or with a friend. 
Tournaments can only be played in the 

two-on-two mode, either two people vs. 
the computer or one person vs. the 
computer. 








choose 


pair of 


characters that you think will play well 


together. Once you 


your 


team, you will be given a password. After 
each subsequent contest that you win you 

new password. Save the 
password and enter it when you 

up where you left off in the 
tournament. Win 15 games and you will 

ending sequence. 













THE CONTROLLER 



CdJi&ro! Se&SSl Slart U Sutton A Bolton 

Sutton Button 




USING THE CONTROLLER 

By using the directional controller in 
conjunction with the A and B buttons, 
you can control the shooting, passing, 
stealing, blocking, and movement of 
your character(s). 


OFFENSE 

SHOOTING 

By pressing the B button when your 
character has the ball, he or she will 
jump. Press the B button again while the 
character is in the air, and he or she will 
s ho ot. 



























































PASSING 

Pass the ball between teammates by pressing the A 
button. Naturally, this option is only available when 

playing two-on-two games. 













DEFENSE 

Defense is the name of the game in Hoops. If you're 
not going to play defense, it will be tough to win. 

Your player has the ability to block shots and steal 

the ball. Play strong defense and your opponent 
won't be able to take many good shots against you. 

STEAL THE BALL! 

Pressing the A button when on defense will cause 

your character to spread his arms and get into a 
defensive stance. Stay close and press the A button 
and you wii! steal the ball. A '‘possession" arrow 

will flash below your character when you steal the 

ball. The arrow will remain under you until you take 

the ball back to the baseline. A player with a 
possession arrow under them cannot shoot the ball; 

he/she can only dribble it back to the baseline or 

pass it. 

































BLOCK THAT SHOT 1 



FOUL! 

Playground basketball has fewer rules 
than professional basketball, but there are 
still guidelines. Break a rule and you will 
be charged with a foul. When on offense a 
foul causes a change of possession. 
















TRAVELING 

On offense, if you hit the B button once (causing your 
character to jump) and don’t hit B or A before your 
character's feet touch the ground, you will be 
charged with TRAVELING. 

CHARGING 

Rurt into the defensive player when you have the 
ball and you will be called for CHARGING. 

PUSHING 

Run into the ball handler when you are on defense 
and you will be called for PUSHING. 


OUT OF BOUNDS 



goes out of bounds. A ball is considered out of 
bounds whenever it crosses over either sideline or 

the endline. The ball is turned over to the team who 
didn’t cause the ball to go out of bounds. 
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MR. DOC-Working hard on every aspect of his game 
makes Mr. Doc a well-balanced player. Mr. Doc is one 
of the taller players available and has a pretty good 
outside shot. He has medium speed and is an above- 
average rebounder. 
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FACE-Face specializes in the inside name. 
Rebounds, blocks, and slarndunks are where his 
expertise lies. Face has average speed and isn't 
much of an outside shooter 


BOMBER-Bomber is a quick-moving, outside 
shooter. He’s a good playmaker and he can burn any 
defender with his sweet jumpshot. He’s not much of 
an inside shooter or rebounder. 































LEGS—Although she’s small, Legs is the best 
rebounder ol the bunch. She also is very quick and 
an excellent ballstealer. Her outside shooting is 
average. Because of her aggressive playstyle, she 
will get called for a pushing or charging foul 
o ccas i o nai ly. 



PLAYING TO WIN 

Here are some strategies to increase your winning 
percentage and help put you on the road to victory in 
the Hoops tournament. 
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I'd like to be on your mailing list NAME AGE 

and gel news about new Jaleco 
games for my Nintendo. Mail to: 

Jaieco USA, Inc.. 5617 W. ADDflESS 
Howard St., Niles. IL 60648. 


city 


STATE 


ZIP CODE 
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COMPLIANCE WITH FCC REGULATIONS 

This equip me ill generates and Lises radio frequency energy and if not installed and used properly, 
shat is, in strict accordance with the manufacturer’s instructions, may cause interference lo radio and 
television reception. It has been type tested and found to comply with the limits for a Class B computing 
device in accordance with the specifications in Subpart J of Part 15 of FCC Rules, which are designed 
to provide reasonable protection against such interference in a residential installation. However, there 
is no guarantee that interference wifi not occur in a particular installation, If this equipment does cause 
interference to radio or television reception, which can be determined by turning the equipment off and 
on, the user is encouraged to try to correct the interference by one or more of the following measures: 

Reorient the receiving antenna 
Relocate the NES with respect to the receiver 
Move the MES away from the receiver 

Plug the MES into a different outlet so that computer and receiver are on different circuits. 

If necessary the user should consul! the dealer or an experienced radio/television technician for 
additional suggestions. The user may find the following booklet prepared by the Federal Communications 
Commission helpful: How to Identify and Resolve Radio/TV Interference Problems. This booklet is 
available from the U.S, Government Printing Office, Washington, DC 20402. Stock No. 004-000-00345-4, 





Ask your favorite video game store 

for Bases Loaded™ City Connection™ 
Racket Attack,™ Ro bo Warrior,^ 
and GoaJ! M from Jaleco rw for the 
Nintendo Entertainment System? 


JALECQ USA, Inc, 
5617 W. Howard Street 
Nifes, Illinois 60646 

(31 23 647-7065 


Jaleco; 1 - Hoops- Bases Loaded.'' Clly Connection; - Rackel Attack^ Hobo Warrior;’ and Goal!" 1 
.HrelMdemarksol Jatecg USA ln£. Nintendo" and Nintendo Ent&r (hi rimenl System” a<rc trademarks 

of Nintendo of America Inc. £ 1939 Jateco USA Inc tinted rn Jacjan 







